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Poster Presentations / 54 (2014) S34eS93S72provides unprecedented opportunities to promote PA and intergen-
erational interactions. Alternative high school (AHS) students have
especially low levels of PA as compared to peers in traditional high
schools and could beneﬁt from feeling connected to a non-family
adult, but little is known about socialmedia use or intergenerational
interactions among AHS students. The purpose of this descriptive
study was to assess intergenerational interactions, social media use,
and PA among AHS students and older adults ( > / ¼ 60 years).
Methods: We used data from two pilot surveys conducted in
Central Texas in spring/summer of 2013. We administered one
survey to students in one AHS (n ¼ 25; mean age 17.7 years; 92%
youth of color; 67% low socioeconomic status) and a separate
survey to older adults participating in a community program (n ¼
35; mean age 72.97 years; 85.7% people of color; 68% with yearly
income < $20,000). We used descriptive statistics to calculate
proportions for a variety of questions related to intergenerational
interactions, social media use, and PA.
Results: 64% of AHS students and 62% of older adults reported
interacting with at least one non-family member of the opposite
generation. Cell phones were the most common way for AHS
students (80%) and older adults (54%) to access the internet. All
AHS students and 24% of older adults reported using at least one
social networking site (SNS). Over half (56%) of AHS students used
SNSs to access health information; 40% and 24% used SNSs to
communicate with non-parental adults and grandparents,
respectively. Only 26% of AHS students reported getting > / ¼ 30
minutes of PA every day during the past week. Half (48%) of AHS
students participated in weekly pick-up sports games. Fewer
participated in organized sports, including community (39%) and
school (26%) teams. Among older adults, 41% reported getting> /¼
30 minutes of moderate PA ﬁve days a week or > / ¼ 20 minutes of
vigorous PA three days a week. 27% of older adults engaged in
strength and ﬂexibility activities at least once a week.
Conclusions: Social support and connectedness are well-estab-
lished correlates of PA. Social media provides unprecedented op-
portunities for promoting interactions between groupswhomay not
regularly cross paths. Our ﬁndings revealed low levels of PA among
both generations and suggest many AHS students interact with at
least one non-family older adult, but not necessarily through social
media. Findings provide a baseline for moving forward with the
development of an intergenerational, social media-based PA inter-
vention. A successful intervention should blend concepts of healthy
youth development and healthy aging (e.g., skill-building, service,
connectedness) into a process we call “healthy intergenerational
development,”by tapping into the strengthsofbothgenerations (e.g.,
SNS expertise of AHS students; altruismandwisdomof older adults).
Sources of Support: N/A.
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Purpose: Young people, aged 13-29, account for 39% of new HIV
infections in the U.S. Disparities exist among the rates of infection,
with African- Americans accounting for 65% of new infections in this
age group. Recognizing that early intervention to reduce risk is an
effectiveway toprevent riskbehavior patternsbefore theybegin, thatupwards of 95% of teenage boys and girls, including all racial/ethnic
groups, play videogames, and that there is emerging evidence that
videogames can be harnessed for health promotion and prevention,
play2PREVENT created an iPad videogame intervention, Play-
Forward: Elm City Stories. The primary goal of the videogame,
developed as a unique vehicle for delivering an evidence-based
intervention, is to teach knowledge and skills for preventing HIV
infection. PlayForward was developed in an iterative process that
involved formative work with focus groups and interviews with mi-
nority teens, the creation of behavioralmanuals based on established
theories, and extensive play-testing. A primary research question of
this study iswhether the gameengaged the teens and impacted their
knowledge and perspectives of risk, and if they were able to connect
elements of the game to risk situations in their own lives.
Methods: As part of a full-scale randomized controlled trial, semi-
structured interviews were conducted with participants regarding
their experience of playing PlayForward: Elm City Stories following
six weeks of game play. Transcripts of the interviews were pro-
fessionally transcribed and coded by members of the research
team.
Results: Twenty-two teens (12 boys and 10 girls) 11-15 years old
(mean age, 13.4 years) were interviewed: 10 (45%) teens were His-
panic/Latino, 5 (23%) African-American, 4 (18%) multiracial, 2 (9%)
white, and 1 (5%) “not sure”. They played on average for 9 hours
(median ¼ 9.4 hours; range ¼ 2.3-13.8 hours). The majority of the
teens appropriately described the goal of PlayForward as “to make
good choices; to get a better future.” They described the game as
“fun,” “interesting,” “cool,” and “inspiring”. Nineteenof the 22 teens
(86%) reported that they would recommend the game to a friend,
citing improving decision-making skills, future awareness, and
increasing knowledge about sex, drugs, and alcohol as reasons for
their recommendation. When asked what they learned from the
game, teens reported learning about the consequences of their ac-
tions, the importance of using condoms during sex, the dangers of
drugs and alcohol, and how peers can inﬂuence their decisions.
They also reported PlayForward as relatable and transferable to
their own lives, citing speciﬁc elements of the game that referenced
pregnancy, drinking, and marijuana use. In addition, teens
described story lines in the game that reﬂected their own real-life
experiences with peer pressure, drugs, and alcohol.
Conclusions: The videogame PlayForward: Elm City Stories is a
novel, engaging, and feasible intervention that teens reported
obtaining knowledge from and viewed as relatable to real life with
the goal of the promotion of positive health behaviors in a popu-
lation of at-risk young teens.
Sources of Support: National Institute of Child Health and Human
Development.
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Purpose: Hope, reﬂected in one’s beliefs about the future, moti-
vates goal-directed behavior and facilitates positive youth devel-
opment. Adolescents’ future expectations of life expectancy and
educational attainment predict risk-taking behaviors, educational
